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Abstract   Keywords: 
Despite the numerous technological advances in production design in 
filmmaking, filmmakers aiming to engage the audience in an immersive film 
experience face the challenge of  being limited by a 2-dimensional restriction 
through which their movies are displayed on screen. This is a concept that 
virtual reality (VR) has come to transform as it presents itself as an interactive 
tool that provides the viewers with the 360-degree view of the entire scene. 
This research is intended to evaluate the resulting impact and the process by 
which the redesign of the cinema will occur when VR is used for mise-en-
scène in film design and production. A careful determination of the impact of 
VR as an interactive tool for the mise-en-scène is achieved through the close 
analysis of related articles, researches, and books, which allow us to examine 
the predictions made by earlier researchers and to subsequently assess the 
validity of those predictions in terms of how plausible they are today. Through 
surveying the present literature as well as reviewing the stances of the 
industry’s experts, this research paper hypothesizes that VR is a powerful tool 
with a robust potential to evolve the mise-en-scène design methods. In 
addition, a google form questionnaire is conducted to gauge the diverse public 
views on VR and how individuals feel regarding the impact of the virtual 
reality on the mise-en-scène and the film experience in general. Suggested 
results indicate that strategies and educational methods on designing 
methodologies should be implemented for designers to align with the new 
design concepts from the VR technology. Through the literature examination 
and questionnaire results, we review how the mise-en-scène would be 
extensively developed through VR and elucidate the interest amongst the 
public to undergo such a unique film experience concluding the crucial value 
that the VR implementation would bring to the film industry. 
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Introduction 
Virtual reality is presently becoming increasingly 
commonplace as well as consumers, among 
various other things, utilize this technology for 
accessing the cinematic VR experiences. 
Moreover, the cinematic VR restricts the ability of 
the filmmakers to efficiently guiding the attention 
of the audience. In modern times, the viewers are 
commonly feeling isolated when watching 
omnidirectional movies through the HMDs. This 
report intends to analyze how virtual reality 
technology could impact as the interactive design 
tool on the mise-en-scène design in filmmaking. 
The method that would be used for conducting this 
research has been properly described in this paper. 
The results gained from the research have been 
described briefly to highlight the future aspects of 
utilizing virtual reality in filmmaking. 
Methods and materials 
Literature review 
This research mainly intends to investigate the 
methods by which cinema would become 
completely immersive when virtual reality would 
be used for mise-en-scène. It is being predicted by 
the researchers that the mise-en-scène would be 
extensively impacted through the use of virtual 
reality and the increased focus would be placed on 
both the designers and viewers and improving 
their experience. Through surveying the present 
literature as well as reviewing the industry experts, 
this research paper would hypothesize regarding 
the potential methods by which the VR technology 
would impact the mise-en-scène and cinematic 
production (Singh et al., 2020). Using VR as the 
tool for narrative filmmaking is presently 
proposing the various issues that are required to be 
determined. The VR filmmakers would not face 
the audience distraction, the overall direction of 
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the attention, as well as the proper use of the plot 
in the immersive world. For achieving the 
cohesive experience, the films might be required 
to be closely replicate the life events. The use of 
virtual reality technology is required to be done 
for an increased level of engaging the users with 
the films (Wohlgenannt, Simons & Stieglitz, 
2020). 
The primary concept of the VR as well as the 
desire of escaping the present circumstances 
through the visual means mainly existed long prior 
the invention of computers. Through strictly 
focussing on the various concepts of the illusion as 
well as the immersion, the increased panoramic 
painting could be considered as the attempt of 
creating the displaced reality. Even though the VR 
systems are being able to provide an interesting 
experience as well as the exploration, there are 
major issues that could arise when tricking the 
sensory systems of humans (Kavanagh et al., 
2017). According to earlier researchers, it has been 
determined that virtual reality systems could 
develop major sensory issues among humans. The 
major biological visual systems is the dynamic, as 
well as the adaptive camera which could capture 
the images with incredible accuracy. The headsets 
used in virtual reality would operate solely a few 
inches from the visual systems. When the eyes of 
humans would be focussed on any object in the 
real world, the brain of humans would command 
that eyes to execute the two crucial tasks (Schutte 
& Stilinović, 2017). The initial would be the 
vergence that is the rotation of the eyes of humans 
towards this particular target. The second could be 
denoted as accommodation. This could be 
considered as the altering of each of the lens sizes 
of the eyes for focussing on that particular object 
(Li et al., 2017).  
The researchers claim that even though the major 
industry driving VR is entertainment, there are 
various other disciplines, specifically in science as 
well as technology, which embrace the augmented 
as well as virtual reality. The survival as well as 
the sustainability of the VR is being considered 
sometimes contingent upon the success in the 
sectors like space travel, manufacturing, and 
anatomical research. Fact, the major investments 
as well as the technology breakthroughs frequently 
come from the outside from the entertainment 
industry (Farshid et al., 2018). According to the 
researchers, the initial successful version of the 
head-mounted displays of the VR was being used 
by NASA for training the astronauts for the 
missions of space exploration. These particular 
systems, even though are significantly heavy as 
well as not specifically ergonomic, was being 
considered of high value for the ability to replicate 
the circumstances that would not otherwise exist 
on earth (Schwind et al., 2019). The VR( virtual 
reality)/AR(Augmented reality) flight simulators 
have become ubiquitous to provide the required 
training to the pilots for making them habituated 
to the situation of the flights. The researchers also 
claim that with the recent growth of the success of 
the consumer VR systems, numerous design-
heavy industries have increasingly invested 
heavily in the application of VR for improving 
performance (Sitter et al., 2017). The majority of 
the automotive manufacturers are presently 
implementing the VR demos of the products for 
the end-users alongside the in-house VR for the 
engineering as well as the product design 
(Elmqaddem, 2019). This is allowing the 
interaction with the product prior it would 
physically exist, making the required modification 
as well as the corrections for reducing the overall 
risk of any unseen design failures possible during 
the development. 
The researchers have determined that as the 
cinema embraces VR filmmaking, it would borrow 
the concepts as well as the implementation 
methodologies from various other industries. 
Moreover, the movie industry would face their 
respective individual challenges when VR is being 
considered (Bailenson, 2018). It does not proceed 
progressively, such as the video games, yet it 
should signal to the viewers when and where to 
look for following the plot points as well as the 
progression. When the researches of conventional 
storytelling are considered, it could be considered 
that the researchers claim that the narratology 
offers the language as well as the tools for analysis 
of the several aspects of the narrative, including 
the reader, the viewer with the understanding as 
well as the interpretation (Slater, 2018). The 
storytelling is not any new concept, but the 
conditions of modern people are such that they are 
consistently bombarded with competing narratives 
in their daily lives. The researchers claim that 
when the narrative could be determined to be 
increasingly immersive for the audience in the 
story world, the major difficulty is developed for 
the designers especially those who would be 
designing the electronic media for managing 
which portions of the movie would be presented as 
the 3D version for the audience (Jones & 
Dawkins, 2018). Considering the narrative in VR 
is increasingly complicated than the written or 
even the oral storytelling. In the oral tradition, the 
storyteller craft the narrative for the audience, with 
contributing their respective individual experience, 
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to the story through the emphasis or even the 
embellishments (Ayoub & Pulijala, 2019). In the 
oral narration to any group of people, each person 
who would be listening emphasizes the various 
modules of that particular story as well as each of 
the people has their respective experience that 
could either be individual or even communal. The 
use of VR for telling stories would change 
the overall method of expressing the encounters 
among one another (Pottle, 2019).  
The researchers claim that even though, virtual 
reality would help in altering the methods by 
which the mise-en-scène designed to be set up for 
delivering the stories to the audience, there are 
some issues and problems that are required to be 
also considered (Cuperus et al., 2017). While the 
conventional mediums would primarily control the 
frame of the context that would be viewed by the 
viewers, the virtual reality provides the audience 
with the full agency for choosing where to look, 
stand as well as what to listen in the 3D realm 
(Wang et al., 2018). During the creation of content 
for the VR, it is crucial for considering as well as 
understanding the methods in which it would be 
completely different from the conventional 
storytelling in the films. With the borderless edge 
that would expand in surrounding the viewers, the 
major issue with the VR techniques in the film is 
providing the assurance that the audience would 
be engaging with the content of the movie as it has 
been intended by the creators of the films (Tepper 
et al., 2017). While the cinema has a long decade 
history as well as the toolkit for engaging with 
the audience, the main playbook for VR is being 
still unwritten. For the VR films that do not 
consider the attention of the audience, it could be 
observed that many viewers would miss the major 
plot points, the moments of increased tension or 
even the other story critical actions of any film. 
Presently, there is the major misconception that 
VR is increasingly necessary the action that would 
completely surround the viewer (Mateer, 2017). 
Rather, the mise-en-scène set design is the major 
aspect of any movie that would capture the 
attention of the viewers with over one or two 
locations within the environment, that would 
undergo action at any provided point much like 
the convention films. It is critical to keep the 
audience's attention where the actions would be 
happening, instead of making the audience 
absorbed in the rest of the immersive space (Izard 
et al., 2018). Another major issue with the use of 
the conventional film methods in VR storytelling 
is the language of the jump cuts or even the series 
of shortcuts for focussing the attention of the 
audience on the crucial characters or even the 
moments within any scene. An absolute staple in 
the convention film, the often utilization of the 
jump cuts in the VR could be increasingly jarring 
for the audiences who would be completely 
immersed in the 360-degree scene (Emmelkamp & 
Meyerbröker, 2021). While the jump cuts could be 
considered as the necessary aspect in the movies, 
it is critical to restrict these as much as possible 
for preserving the suspension of the audience of 
disbelief as well as for minimizing the VR 
sickness that might be encountered due to the 
exposure to any virtual environment causes the 
symptoms similar to motion sickness (Radianti et 
al., 2020). All these points have to be fully 
considered while designers working on the main 
mise-en-scène set. Definitely, it will affect their 
approach to design the mise-en-scène. 
Methodology 
The methodology that is being used for 
determining the impact of virtual reality as the 
interactive tool for the mise-en-scène is the 
research of the articles that are available on the 
related articles, researches, books on the internet. 
The research of the internet articles helps in 
determining what was claimed by the earlier 
researchers and then direct the research towards 
the direction of what could be achieved through 
the research. The research articles have provided 
the base for the research in the above literature 
review. The methodology of using the research 
articles would help in determining what 
predictions were made by the earlier researchers 
and then determine whether the predictions have 
come true or not. It was earlier claimed by the 
researchers in various articles that the use of VR 
would be done in the majority of the aspects of the 
present world and it would provide major benefits 
to the people. The use of the questionnaire would 
also be done for determining the views of other 
people and what they feel regarding the impact of 
virtual reality on the mise-en-scène. The 
questionnaire is being considered as the improved 
method of gaining the required information from a 
large number of people as well as the people who 
do not have the required time for being part of the 
interviews. The questionnaire would allow the 
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people to take their required time, think about the 
aspects that they intend to answer promptly within 
the google forms. The participants could state their 
respective views or even the feeling privately 
without any worry of any possible reaction of 
the researcher. The questionnaire developed for 
this research includes (Yes - No - May be) 
questions, the attitude scales as well as the closed 
questions. The researcher did the best to include a 
diversity of participants in order to avoid bias this 
method meant to have fairly responses rate. The 
questions that have been integrated into the 
questionnaire for this research are: 
· Are you familiar with virtual reality 
technology? 
· Have you ever experienced any short video 
through virtual reality? 
· Do you think that virtual reality is the future? 
· Are you a frequent viewer of movies and 
videos? 
· Do you think that the mise en scene in any 
movie would be improved through virtual 
reality? 
· Would you like to watch all movies in virtual 
reality? 
Results 
From the answers received for all the questions 
that are asked to the participants, it has been 
determined the mise-en-scène would be 
extensively developed through the virtual reality. 
The participants’ claims that majority of them are 
familiar with the virtual reality technology and 
how it operates. They claim that they have 
experienced the short video through the virtual 
reality and have really enjoyed the experience 
gained. The majority of the participants are the 
regular visitor of the movies that helped in 
ensuring that the accurate responses would be 
gained. It has been determined from the research 
that the mise-en-scène in the present times are 
only omni-directional and it does not require the 
addition of huge number of elements in the frame. 
Through the introduction of virtual reality in the 
mise-en-scène, it would be required to introduce 
elements in the surrounding of the movie because 
through the virtual reality technology, the viewers 
would be provided with the 360-degree view of 
the entire show, and designers have to understand 
and master this technology, in order to upgrade 
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From the above literature review and the 
questionnaire, it has been determined that the mise-
en-scène would be increasingly improved through 
the use of virtual reality as an interactive tool. 
Virtual reality technology provides the filmmakers 
with the functionality of providing the all-around 
experience of the movies where the viewers would 
be present in the movie in some form. The mise-en-
scène would be required to develop for the entire 
surrounding that is not required to the 
omnidirectional conventional movies. The main 
issue that would be faced by the filmmaker is 
engaging the users in all the shots of the movie and 
ensure that the proper elements are placed in all the 
frames of the movie. 
Conclusion 
Therefore, the conclusion could be determined from 
the above discussion that the introduction of the 
virtual reality technology in the mise-en-scène of 
the movies would help the filmmakers to provide 
the immersive experience of movie watching for 
the viewers if designers put in mind the factors that 
affect the mise-en-scène to achieve its purpose in 
the best way. In addition, the virtual reality 
techniques will affect the filmmaking production 
and mise-en-scène through the camera movements 
that will reverse the  audience ability to be part of 
the set design, therefore production designers will 
have to master and design a real-world or it will 
conquer the whole grounds been built by the whole 
crew to achieve the most believable sense. Another 
challenge will face the designers in filmmaking  is 
to create an unbounded mise-en-scène, which will 
be guided by audition items before the final 
shooting, or before actual execution. This pre-
examination to the mise-en-scène will all the 
designers to avoid a lot of obstacles or errors that 
might be done in the shooting terminologies. 
Another impact has been found is the pliability to 
shoot the scenes from any angles unlike the old 
fashion mise-en-scène that provide a limited option 
for shooting, also audience would be impacted by 
the various shots than can watch by going through 
different trails. The VR filmmakers would not face 
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the audience distraction, the overall direction of the 
attention, as well as the proper use of the plot in the 
immersive world. For achieving the cohesive 
experience, the set, and production designers might 
be required to be closely replicate the life events 
and the digital transformation within the virtual 
reality techniques. Through the literature 
examination and questionnaire results, we review 
how the mise-en-scène would be extensively 
developed through VR and elucidate the interest 
amongst the public to undergo such a unique film 
experience concluding the crucial value that the VR 
implementation would bring to the film industry.  
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